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RECEIVED 
CENTRAL FAX CENTER 

FEB 2 2 2007 

IN THE CLAIMS 



Please amend the claims as follows: 

1. (currently amended) A method for utilizing vectors in a video game, comprising: 

computing a plurality of vectors along one or more graphical paths in the video 
game, each of the one or more graphical paths associated with a player 
character game object that previously traversed the graphical path; and 
displaying the plurality of computed vectors along the one or more graphical 
paths as a visual string of colored path markers, the color of each of the 
path markers in the visual string of path marke rs indicating a computed 
vector from amongst the plurality -of computed vectors, wherein the 
computed vector alfects the motion of the game object during a 
subsequent traversal of the graphical path. 



2. (original) The method of claim 1, wherein the plurality of vectors are a plurality of 
net resultant force vectors. 

3, (curr^ly amended) The method of claim 1, wherein computing the plurality of 
vectors includes further comprioco computing the plurality of vectors based upon 
phenomenological laws. 

4. (currently amended) The method of claim 1, wherein [[the]] computing the plurality 
of vectors includes furth e r comprises computing the plurality of vectors based upon 
physical laws of nature. 

5, (currently amended) The method of claim 1, wherein [[the]] computing the plurality 
of vectors occur 9 farther comprioco computing -fch c plurality of vector s in real time. 
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6. (currently amended) The method of claim 1, wherein tho displaying further 
e p-m prising comprises displaying a tike- p l urality of ve ct ors along tho one ot more 
grophical paths aci a plurality of colored vectors, a color of ovector of tho plurolity of 
yeetors indicating a character state of the game object . 

7. (cancelled) 

8. (currently amended) The method of claim I [[7]], further comprising displaying an 
indication of determining a color for a vector of the string of vectors based upon an 
elapsed rime of a current video game session in conjunction with the visual string of 
path markers and an elapood t ime associated with the vector of the string, of v e ctors . 

9. (currently amended) The method of claim 8, wherein the indication of the elapsed 
time of the current video game session includes displaying an other colored path marker 
of the determining further comprise s sel ecting a selected fi*st color in the visual string of 
colored path markers for the vector if the elapsed time of a previous video, game session 
a ssociated with the vector is greater than the elapsed time of the current video game 
session. 

10. (currently amended) The method of claim 8, wherein tide indication of the elapsed 
time of the current video game session includes displaying an other colored path marker 
of the determining further comprises s electi n g a selected color in the visual string of 
colored path markers for the vector bas ed- upon a character state - a s socia te d with the 
veete* if the elapsed time of a previous video game session - associated with the vector is 
less than or equal to the elapsed time of the current video game session. 

11. (currently amended) The method of claim [[10]] 6, wherein the e haraotor state 
associatedw - ifothc vector state of the game object is an ' on the ground' state. 
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12. (currently amended) The method of claim [[10]] & wherein the character otate 
associated with the veefo ? state of the game object is an 'airborne' state. 

13. (currently amended) The method of claim [[10]] 6, wherein the e k araeter stat e 
associated with the vector state of the game object is a 'crashed' state. 

14. (currently amended) The method of claim [[7]] L wherein the previous traversal of 
the graphical path [Iran]] is a 'best time' run, 

15- (currently amended) The method of claim [[7]] h wherein the previous traversal of 
jhp graphical path [[run]] is a run selected from one or more previous runs. 

16. (currently amended) The method of claim 1, further comprising storing the plurality 
of computed vectors along the one or more graphical paths [[to]] in a data cache. 

17. (currently amended) The method of claim 1, wherein the displayed plurality of 
computer vectors are used further comprising using the plurality - ef - v -ee%efs to tung 
game dynamics of the video game with respect to identifying vectors, along the one or 
more graphical paths . 
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18. (currently amended) A computer-readable storage An electronic readable medium 
having embodied thereon a program, the program being executable by a machine to 
perform a method for utilizing vectors in a video game, the method comprising: 

computing a plurality of resultant force vectors in real time along one or more 
graphical paths in the video game, each of the one or more graphical 
paths associated with a playe r c haracter game object that traversed the 
graphical path; and 

displaying the plurality of computed resultant force vectors aJong the one or 

more graphical paths as a visual string of colored path markers, the color 
of each of the path markers in the visual string of path markers indicating 
a computed resultant force vector from amongst the plurality of 
computed resultant force vectors, wherein the computed resultant force 
vector affects the motion of the game object during a subsequent traversa l 
of the graphical path* 

19. (currently amended) The computer-readable storag e electronic rcodablc medium of 
claim 18, wherein the displaying further comprise s comprising displaying a the plurality 
of resultant force vectors in reol time along the one off more graphical paths as a 
plurality of colored resultant force vectors, a color of a resultant force vector of the 
plurality of resultant force vectors indicating a character state of the game object, 

20* (cancelled) 
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21. (currently amended) The computer-readable storag e Lk - c t ronic readable medium of 
claim [[20]] IS, further comprising displaying an indication qf determining J color foro 
r esu ltant force v^^ r ^Lfhn nfHn £ - nf Trua n t forc o v ectors b a s e d upon an elapsed time 
of a current video game session In conjunction with the visual strong of path mar kers 
mtd o i l c lapped time apoociatod with the resultant force vector of the string - of resultant 
force vectors . 

22. (currently amended) The computer-readable storage el ectronic readable medium of 
claim 21, wherein the indicatio n of the elapsed time of the current video game session 
includes disp la ying an other path marker of the determining further comprises selecting 
a selected first color in the visual string of colored path markers for the resu lt ant force 
veete* i f the elapsed time of a previous video game session associated with the resultant 
force veetef is greater than the elapsed time of the current video game session. 

23. (currently amended) The computer-readable storage e feetronic - read-ab le medium of 
claim 21, wherein the indication of the elapsed time of the current video game session 
includes displaying an other path marker of the d eter mining further comprises selecting 
a greeted color in the visual string of colored path markers fey-* hc resultant force v e c t or 
based upon a character state associat e d with the resultant force vector if the elapsed time 
of a previous video game session associated with the resultant l oree - vector is less than or 
equal to the elapsed time of the current video game session. 

24. (currently amended) Hie computer-readable storag e electronic - readable medium of 
claim [(20]] 18, wherein the previous traversal of the graphical path [[run]] is a 'best 
time' run. 

25. (currently amended) The computer-readable storage electronic readable medium of 
claim 18, further comprising storing the plurality of computed resultant force vectors 
[[to]] in a data cache. 
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26. (currently amended) An electronic entertainment system for utilizing vectors in a 
video game, comprising: 

a data cache configured to store graphical path data associated with o current 
video game aoooion and one or more previous video game sessions^ 
wherein the graphical path data is further associated with a game object 
that traversed a graphical path correspon ding to the graphical path data; 

a processor configured to compute a phirality of force vectors associated with the 
game object that traversed the one or more graphical paths during the 
one or more previous video ga m e sessions, oo ch of the one or more 
graphical patho asooriatcd with a player character ; and 

a display device configured to display the plurality of computed force vectors as 
a visual string of colored path markers during a current video game 
session, the color of ea ch of the path markers in the visual string of path 
markers indicating a computed force vector from amongst the plurality_o f 
computed force vectors, wherein the computed vector affects the motion 
of the game object during: a^subsequent traversal of the graphical path . 

27. (currently amended) The electronic entertainment system of claim 26, wherein the 
graphical path data includes data corresponds gJ_Q the plurality of computed force 
vectors, 

28. (currently amended) The electronic entertainment system of claim 26, wherein the 
processor is further configured to compute a color of a-f oro e vector from the plurality of 
force - v e ctor the color of the vector from the plura lity o f force vectors indicating a 
character state of the game object . 



8 



PAGE 11/18 * RCVD AT 2/22/2007 3:10:17 PM [Eastern Standard Time] * SVR:USPTO£FXRF-5/18 * DNIS: 2738300 ^ CSID: 1 65081 23444 1 DURATION (mm-ss):05-0fl 



02/22/2007 12:12 16508123444 



CARR AND FERRELL LLP 



PAGE 



29. (currently amended) The electronic entertainment system of claim 26, wherein the 
processor is further configured to retrieve frorn the data cache the graphical path data 
associated with the game objec t that traversed the graphical path dtirmg one of the one 
or more previous game sessions and for display by the display device as a visual string 
of colored path markers and to generate a string of force vectors 

30. {currently amended) The electronic entertainment system of claim 29, wherein the 
processor is further configured to displa y art indicia of ela psed time d e termine a eolor- of 
a- foroo vector of the string of force vectors based upon an elapsed time of the current 
video game session and an elapsed time associated with the force weto* of tfrq previous 
video game session . 

31. (currently amended) The electronic entertainment system of claim [[29]] 28, wherein 
the processor is further configured to cause the display of a n indicia_ofihg determine o 
color of a force vector of the string of force voctors booed upon a charoctor state of the 
game object on the display device associat e d with the force vector . 

32. (currently amended) The electronic entertainment system of claim 26, wherein the 
data rache configured to store the graphical pa th data is further comprising a memory 
card configured to otorc the graphical path data . 

33. (currently amended) The electronic entertainment system of claim 26, wherein the 
processor is further Configured to generate and store graphical path data corresponding 
& [[of]] the current video game session in the data cache. 
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34. (currently amended) The electronic entertainment system of claim [[27]] 26, wherein 
the processor is further conf igured to store th£ graphical path data of the current video 
game session in the data cache as a 'best time' run graphical path data if a total elapsed 
time of the current video game session is less than total elapsed times associated with 
the one or more previous video game sessions. 
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35. {currently amended) A system for utilizing vectors in a video game session, 
comprising: 

means for computing a plurality of vectors along one or more graphical paths in 
the video game session, each of the one or more graphical paths 
associated with a player chara e te * game object that previously traversed 
the graphical path: and 

means for displaying the plurality of computed vectors along the one or more 
graphical paths as a visual string of colored path markers, the color of 
each of the path markers in the visual string of path markers indicating a 
computed vector from amongst the plurality of computed vectors, 
wherein the computed vector affects the motion of the game object 
during a subsequent traversal of the graphical path, 

36. (new) The system of claim 35, wherein the game object is a player character under 
the control of a user playing a video game as a part of the video game session. 

37. (new) The method of claim 1, wherein the game object is a player character under 
the control of a user of the video game. 

38. (new) The computer-readable storage medium of claim 18, wherein the game object 
is a player character under the control of a user of the video game. 

39. (new) The electronic entertainment system of claim 26, wherein the game object is a 
player character under the control of a user of the electronic entertainment system. 
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